DOUBLE HASENPFEFFER

then names which suit is to be trurnp for the deal. After
this, he discards any card and leads a card to the first trick.
He may lead any card he wishes.

Playing turn goes to the left. A player must follow suit if
able to do so. If he cannot follow suit, he may play a trump
or any other card. The highest card in a trick wins the trick,
except when a trump is played. The highest trump card in
a trick wins. A trick consists of 4 cards, 1 by each player.
The winner of a trick turns it face down in a common trick
pile kept by his side, i.e., all tricks won by himself and his
partner. The winner of a trick leads any card to the next
trick, and play continues in this fashion until all tricks have
been played.

A player may not play the joker as long as he, can follow
to a nontrump suit led.

6             If the bidder's side fulfills the contract, it scores one point

Scoring for each trick it won in play. If the bidder's side fails to ful-
fill its contract, it is "set back." The amount of its bid is
deducted from its previous tally, even if it means going
minus. Whether bidder's side fulfills the contract or not,
opponents score 1 point for each trick they win in play.

The side first reaching 10 points wins. If both sides reach
10 points in the same deal, the bidding side is the winner.

DOUBLE HASENPFEFFER

1               This game is played with a pinochle deck, i.e., a deck
Cards   consisting of two each of the cards used in single hasen-
pfeffer. No joker is added.
2              From two to six may play. If there are four players, two
Pkyen   play against two as partners. If there are six, three play
against three as partners. Any other number of players play
individually against one another.
3              If it is a four- or six-handed game, the dealer (high-card
lit Dttl   cut) deals 4 cards to each player until the entire deck is
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